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Hi^ stia^ge Httie man in the trench coal and Fttrsclie sung^nsses 
seemed a little out of place- After alh the ijn\nfil!ng the riew 
McGibWts Wing q{ !Jn5 Library t>f Congpess (in honor of yoiir47-vdume 
treatise on I he Oewej.' decimal syslem) was a Strictly formal affair. You 
paid little notice la him at th^ lime, Kowever as you moved gjacefuUy 
to the piano in your McGtbbits TriTn-Fif™ byHelprcHjf jtans. As you 
started into the third muvemynt of your Piatio Concerto No. 2 in E, you 
heard a whisper in your ea.r; "We need yoUr limbo-Baby [ The whQie 
world IS m danger and only a gtipet'SoldEer, ace hellcopler pilot, 
ballislics expertj engineer, neurosurgeon, politician, jultvlb actyr, rock 
star, worid-clafls miitarcydtisl, explorer, kdrate expert, and devil-may- 
care all around nice guy Eike you can Mve the dsiy\" 

"Not again!" yciu thought to yourself as you finished up the concerh}, 
christened the Library, arbd leapt on your Super Gizfflo 8'^ niotortyde 
(with crui^ cantrul, AM/FM^ aulo »eat warmer, and heat seeking 
missiles) all in one fluid move, "It^ getting sig I barely have any tim<5 
to myself what with that Mad Leader running around!" 

Back at your modest country estate/training gnMinds/eKperimental 
aircraft te^t £a£ility^ you quickly eolve the prime-key encrypted note the 
agent left with yosi {lucky thing one a£ your doctorates is in combina- 
bui^l mathematicfi and ciyptoigraphy^). 



nOP TOP TOl' TOP SliCHl: u 



message to 

STOP 

Re The destructiac. of the world (at l^ast) STOP 

Captain STOP ^,.^^1, „f destruction 

We need yoy ^L^Lr^a STOP Tha Whizbang Er^terprises 
^""^ Sfn^H^T j?4acTTelicop^Jr on tn. pad STOP The 
G:uamo^ ^^^.^f "^^^^^ Of^ly you can Stop hi(n 

Mad I^^<l^^,r^^^^f^^^^^ ItOP Enclosed find a Gizmo™ 

ii?^,.r^. ar^f 

infiltration (FocHet Edition) STOP 

Go<=d Luck Jirubo^Baby - The fate of th« wo.W is in your 
hands STOP 

Brigadier General B^^naon "Old Blood 'n' Guts" 
O'Stsaughneflsy 



"So what eipp i-^ new," ;ytKu say 35 yOu gather your gear and head out 

rhe waiting Gtzmo. "I gue &Si this sftemoun^ {jp^f^n^hEfart ^ui^^ry wiU 
have io wait. I hope the p^tjent Mn." And whistling ihe theme frfftn 
your new TV ^riefi, you head nut bo sive the w£jr[d . . . 



You will begin all of ycur missians trom your Heine E^se, just beyond 
the border of The Countryr At the base you wjll be briefed about your 
imsslon goal just b$£o<rE^ tak^>ff. You must successfuly pilot yojr 
chopper fronn Home Ease through enemy aiispajce and reach one of the 
Mad Leader's IrLstallations to complete the ground mission assigned 
during the briefing. Tfiert^ are a t^ital of thre* miBssionSj each pro- 
^^iBivvly mauL difficulty in keeping with your growing skiU^ stature, 
and worldwide acclaim, Good Luck! 



Welcome to the Whizbang Family 

Ybu stKHild be feeling pretty good right now. 
Ybu've Juit purchased a \Vhizbang Enterprises 

Gizmo " DHX-1 Attack Chopper 
M/hlch Is kr>own affectionately around here at 
Whizbang as The Snuffmaster" 
Welcome once again to our family^ 
We think you'll like It. 



Whizbang Enterprises crack staff of Gizmo" creators: 

Chief of Design Marge 

Engineer Ricky "The Sausage" Bendlzzi 
Weapons Analyst Eunice Bloodknuckles 
'fechnlctans Biff 

Johnny's Nephew 
Happy 

Thumper Jones 



Your new Whizbang Gizmo" DXH-1 Attack Chopper is loaded with the 

following Whizbang goodies; 



• Turbine-Thrust Dual Propulsion Whizbang Whirler" engine, capable 
of a top speed in excess of 450 knots 

• Four Whizbang Waster" air-to-air heat seeking missiles 

• TWo rapid-fire Whizbang Whizzer'" 20mm cannons 

• Anti-heat seeking missile magnesium flares 

• Anti-radar guided missile chaff disperser 

• Whizbang VVhompcr" turbo booster 

■ Ultra-sophisticated communications systems 

• State-of-the-art computer guidance, control, and surxeillance systems 

• Whizbang Whisper" silent travel capabilities 



W'hizbang Enterprises is also proud to announce the all new 
full line of Gizmo " fashion helicopter accessories. Here is 
Just a partial list of what's avaiiable: 

■ Hi-fidelity stereo system with 1 2 watts/side, unidirectional 
ETR with 8-tracl< tape deci< or auto-reverse cassette deck 

■ Designer all-alloy skids 
• Racing accent stripes 

■ Real imitation bearskin sport bucket seats 
(with lumbar adjust) 

At Whizbang, beauty Is skin deep 



it 




Upon enrering ihe cockpit of your Gizmo, you will fij:id your&elf facing 
an ultra-stTphisticated arraj' of controls, Through [he windshield yoa 
can seo Eh(> H4>tni> B^s^. At thu buttum Ihe iscnp^n, not? your hands 
holding the oontrol sticks which control the movement at the eoptf^ 
might wish to take off after you finish admiring your manicure^ so 
fme are the in^etucticms. 
L Turn the battery on by pr-cf^scn^ the B Ic^ry. 

2. [nitialiie the ccJmputE^r and cijrnmunkation systSms tpy pressing the 
S ke>'. The computer screens will light up and the warning lights 
will initialize at the top of the display. 

3. Turn on the engine ignition by pressing the I key. The engij^e will 
not ptovido ffnough power for moventent iinttl it eiuoeeds 2300 
KPM's. 

4. Pull back on the joystick until you have cleared your bas^and are 
lonking at a grppn landscape with mountains in the distance. 

5. Pfess the fj» button {note tliat your right hand un the dispby 
registers this) and push forward to accelerate. 



W^hizhang Enterprises — Pride, heritage, and the highest 
empJoyee moriaJity rate of any free world corporation. 



TMI: <:OMTI».Cli» 

Joyxtfck The jaystick mnli^s^ ill of the rnovernent of (he helicopter. 
To climb, pull back on the joystick 
To dlvc^ push forward on the joystick 
To accelerate, hold the button down and push forward 
To dpcejer4te. hold the button and pull back 
To hank left, pu^h tti thi^ Left 
To bjnk right, push to the right 

lb spin clock wiser hold the button and push to the right 

To apiit CDunter'ClockwLit^ ht>ld the button and push to the le^t 



KeybDurd [ he keyboard is used to control all other turictions in the heiicoptet. 
B tu on ( he bat tery 

S initibilizes the oumputcr cutd communication -^y^t^nn $ 

I turns on the ignition 

G anns the ca nmon (guns) 

R drms the heat seeking missiles (rockets) 

F sets, t he flares for use 

C sets the chaff for wse 

H tc^gles the Heads Up Dispiay [HUD] 

W toggles whisper mode 

* changes the view to the oommunications system 
T switches tite view to the cam puter teorminal 
+ turns the turbo booster on 
- turns the turbo booster ofl 
The space bar has the following functions^ 
' ■ Deselects weapons on the cockpit screen 

■ Returns to cruckptt vtew finjm cEjmmunLcatitsns j^cfl-^mI 

■ Returns to computer tenrdnji from status display or tactical 
map screens 
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Artmcrdil H&riTim The jrlifida] ht>rizun indicates your present attitude {degi^c of tilt ot 
bank) and indicates whether you aijc eliniibiing or diving hy th^ Itfcatfon 
fit the horizDii litu* in r&Uitior; to the stdbdlmtiort point, 'Ilie rate of 
dimb and dive is also dt6piayi?d by the artiEiddl horizon, if thBartL|id;a[ 
horizon i& Sevel and centercd in the gauge^ you Rying straight and 



Dirmtloruir The compasji displays the dlreictioruil heading of the Gtinro in degrees^ 
CompflH fihown in. botii a nalog and digital forma t. The di jI is jcojiatf within 23 
degnee irm-empnts-j the digital iKidaut iii; atrurate to smaller values. 



This horizontaE bar displays rt^maining fuel. The tank h tfmpty when 
the ltd bar disappears. 



Oti and BdtCAry 



These two fear giiaphs at the top ol the surcen di^ipEay the temperatures 
of yoijr battery and ail. When the bar reaches the red lune, ht^at is 
critical and the temperature warning lights will flash and beep until 
you reduce the heat (by liluwing your speed to reduce strain on the 
battery or b^' turning off the turbo to corsserve oiJ). 



nlng Uqktf The sis wa rning lights a t the top of the cockpi t, tvhen flashing red whiEe 
a bu^er S4.^i]nds, indicate; 
Eng;ine damaged 
Biattery o%'erhealed 
QO ovierheated 
fuel k>w 

Altitude level helov\' 2D0 ft. 

RPM deficiency In engine or rotors 

The ivaming lights will alert you to any notpworthy status conditions 
that require immediate attention. You have st>me direct Control over the 
% Or and A warning lights. The Er and R lights reier to prohleinji 
that cannot be Corrected mid-flight. In thest; cases, you mtght want to 
reach your destination as c|uickly as possible and avoid any further 
damage from air combat. 



Alnpccd Indicator Hiis diiA shows the CEzmo'^ presi^nt aJnipL-ETii, Jn knpl!^. Thv digital 

rcadout uiidei the dial displays the same Informattan. MaKirnum speed 
15 450 knots {withowi the hirtm ^nga^d), 

APf The Aiitomaiic Direttiort Firtder (APF) will aid you in amving at the 
proper deslinalion, Therefore, you may wactt ta prugr^ it in^mcdiiitely 
after takeoff. Oncie programmedr the ADF always points towards your 
desbnation. If you are mtiving fon^-ard and the ADF points sti^iglif up, 
you will eventually reach your target, fegandle^ of the compass 
heading. Moving off course wU] cause the ADF to spirtj adjusting itself 
to the Gizmo's orientatuj]i. Thtf ADF will mttve only when you spin the 
helicopter or when you hank. To correct the orientation of your 
helicoptier so it is beading: tp^'ard the destinatioRj you can either spin 
the fopter {for minor beading changes) or bank {iof move drastic 
changes in direction), 

Note that if the ADF Is bhnking on and off^ it has not been properly 
pnigranimtfd at thtf oitnimunicraticioK terminal. (See Ca^municationsJ 
If the ADF is flashing hlack. and whitD and moving iiround radically^ 
you are directly over j-our de&tinationr You should slow down and 
proceed to land imm^iately. (S^ Landing rVucedurigg -) 



What Johnny McGIbb^ts. a^e copter pi rot. and known 
throughout the world a% the Infittrator, has to say abotJt the 
new Gizmo'^ DHX-T; 

'KVow. I iQve these $eats. Am I being paid for this?" 



AftJriMtw The dltinneter ^i^play^ yaur pirt^nt alritude in feet. The hand un the 
diaj i£^a!uraLe only within jumps 60 feel t>r more, so use the digital 
reading for gifi&ler acoifiicy. Each time the dia! sweeps past 12:00, it 
TtgislcK 1000 ft. Mii:<Jnnum altitude is limited to SOOO ft. If your Altitude 
is beloiv 2lOO ft., the ksw altitude warning light and huzzei wj]] sound. 



JWJM jrullcjitor I hp RPM (revolutions pi'r ininute} indicator displays the mt^ at which 
tlte blades are spinning. Helicopt&r blades do iiot speed up or slow 
down to maintain a constant rate sitxix it is the single titt of th? blades 
that causeti the movement. The onboard pomputsr systems monihir 
and maintain steady RPM'iS. Optimum RPM's is 2300. bh flying can 
talci> place until RPM's are at or above optimum- At tbui time the takeoff 
alert will sound until the Gizmo is airborne. 



MlHtle Warning The mts^ile warning lights, to the left of your instninnent panel flash 
JJgfttt iQ indicate that s missile is heading toward your Gt2m,o. A warning 
siren will .•wjund as^ well. If the R light is on, then a Radar guided missile 
is heading towards the Gizmo, and chaff must then be used to decoy 
it. If the H lij^ht is on, then a Heat seeking m,issi]e is headed towards 
the Gizmo, and flares must lie used to dectyy it. 



Dweezf^ McGlbblts jno rotation to the JnfHtratorl, pre^fdartt 
and chief executive offker at Whizbang, has this to say about 
the new Gizmo'" DHX-1: 



"The courts found us lrTnoc«nt on all counts of 
design negligence I Gee^ I ho pe the Judge Js 
enjoying hfs new home In Hawaii ..." 




The itrat torn items are t^epreseiit^d by butlorts lhat flash when lo 
aclive and are found on the 3ower and lower ^ig^ht bottom olf the 
cockpit. Qnce armt^d, they can b*? activated hy prvssm^ and n?Eeas^irg 
the fire button on the joystick. Any or all of these may be damiiged or 
rendered inoperable by enemy fire, 

CaitnOfB 1h& Whizban^ Whiz^i^r"' 20mm cannan^ an; arm«j hy pFEr^Hin^ the G 
(gun) key. An enemy in the HUD (Heads Up Display) etuss hairs may 
bt damage or destroyed if you fir? uptsn it- Yuy have unlimiEed 
ammunition. 

MRSlltf Piesisiiig the R. (rodfeet) ksy arms the Whizbang lA^ster"^ air-to-air he£il 
seeking missiles. An enemy muat he visibk to be hit^ but it dtw^n't have 
to be in the cross hairs, Voii isie limited to four (4^ missiles per itiission. 

Flans Fn><isLng the F Icijy sets the tlares. These are used decoy enemy heal 

seeking missiles. The flares, made of magnesium, will fool th^ misi^ik! 
irtlo thinking that the tlare is actually your exhaust. 

ChM Unlike heat seeking missiles, radar guided enemy missiles must be 
deceived by dmpping strips of mela] Into the sky, creating a Fake radar 
image ol the Gizmo. Pressing the C iuty sets chaff /or dropping. 



IJk€ a t^hUd's affecTfon for a pet — rove, care and a sense of 
■ responsibNIty go Into eveiy Whizbang Antipersonnel Mine. 
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Hudi Up DlipMi|r Pivs^mg H displays the Heads Up Display (HUD). Using tlie latest 
^ lechnoiogy flvai tabler^dcunpuler inuge- Df ^^ou r ca n nons' m i cross 
Nini is superimposed on your windshield. Use J hem tnaim a tar^t 
tor fijring. With your cannon armed^ any object that psisses through the 
znyss hairs should N hit. ML^isiles do not use vlsih]^ tracking m^thod:^, 
5w ytrij may lum ofC the HUD 1^ you wish by pftssinj^ H again . 



TuflM Ba«tar Press I he t key to turn on the VVhizbang Whom per"" lurbo booster 
Press the — key to turn it off. The turbo booster will double your 
preset speed (to a maximum of 900 knots). It a!.^ causes the oiE to 
heflt up at s. very fast rate, su it must be used spartngJy. When the turijo 
booster is nn^ the turbo ixidicator to the right of the instrument display 
will light up. The hubo can be made inopeiable if hit by enemy fire. 



WhttfMr Mode Pfcssing the W key engages (he Whizbang Whisper" (standard 
equipment an your Gijimu" DHX-1). This effectively silences the 
GiLcmo. Whisper tnode must be activated whenever attemptinj^ to make 
a secret landing, or else the ndse from the helicopter may alert enemy 
ground p<»ii«oiuiel. When the whisper mode is on, the whisper 
indicator lo the right of the instrurnent dispiay will light up. 



Fmvwm Suppt^yuu want to suspend the game and take a break frum ait this 
esxitement. Switch to either the mmpulcr terminal (press the T key) or 
the communications screen (piess the ' key). Press any unassigned key 
tp j;«t back into the thick of it. 



W^Jzbang Enterprises, We re with you air the way,* 



THI: C:OMI»UTI:l? 
7IEP.MINAI. 

































The C0rtipiit<;r ttfiminal, the smsll screen located on the right of the 
cockpit, is ac[iva[ed by pre^^sLng thi* T kty. Yim will th#ii N presented 
with ^ wie^pon^ inventary and two option^ categories for status 
update. Ffsssing say uns^ifLj^ned key isturns yuu to the cockpit slew. 
Jf your coTTiputer system has been destroyed by enemy fire, the [:(K-k|>it 
tenmnal will be blackened and you witi not bt- ab]^ to access ilr 

The wBBppns store is displayed in LED biir graphs indicating remaining 
Missiles, Flares, and Cli^ff . Press tht? 1 or 2 keys to review diopper 
Status information or your tactical map, respcctivety. 




t Status t>JspJajr Thi& represents your Gizmo's pivst^nt stattis. If Any damage has been 
sustained, th^ pidtur? of j-ftur Gizmo at I he top of the streeii w\l[ be 
high [tjjh ted by visual damage ciid^ indkatoris where the damage has 
occurred, acrcinipariied flashing text deseriptoni. B«lnw this are 
displays for n^maiiiing missiJes, flareSr and chaff. CaniKJii rounds ate 
unlimited. Pressing the space bir returns yoij to the msin termina] 
screen. 

2 Tactfcat fWjip TUn top of (his screen housis a smftil cotniyuter screen vsrith a digjtal 
m^iduut. The numerica] value is your caLculal^ ADF h^etfuetiCy. (See 
Commu n ica tions for mure ds-tails.] The large gridded map below is a 
tadticaL map of The Country. Your position within The Country is 
displayed by a n^ishing sphere with a shadow underneath. The 
distance between the sphere and the shadow represents your altitude. 
,If you have pn.>grammed the ADF, a small flag iviU appear on the map 
as weil. This is your destination. This display can be used to determine 
your relative position to your destination at anv time during your 
mission. Ptes^ the space bar to return to the main terminal. 
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CCMMUMICAilUMS 




J 



ohnny "JImbo-Baby" McGibbits says: 

If you blow the mission, you can forget about 
the film rights. But hey, you're beautiful. 
I love ya'. Let's do lunch." 
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The VVliizbsang Gizrno" DHX-1 is cquippt'd with [he kind Df highly 
SDphisticat*»d (.■iommTiFiiMMcin& equipment lhat ii tjften necessan' for 
She successful completion of mi-ff^ioruj for which this machine has been 
otpressly designed. Pressing the ' ko)' 011 the keyboard takes^ you from 
the co<ck|>it display to th*! communlcflduns terminal [ivhidi is located 
on the left of the cockpit screen). Be ca^^ful^ this ^yslem can be 
destncyyed by enemy fire. The system is used as liillaws: 
■ Press A to program the Automatic Diiection Finder (ADF). Type m 
the three numbers from the tac^^tica] display, ignoring the decima] 
poitit. Your ADF is now programmed. You do not h^ve to program it 
again unless the number^ wt*re entered incorrectly. Your ADF will not 
function properly. if the values are incorrect- 
* Press S lo go into send mode. Send tiiodi; allows you to send 
messages to other aiitTpft or to ground controllers. Once you are in 
send mode, you mary type messa^s at the top of the screen on Eke 
Coinm-baT. No punctuation is allowed. Use the DEL(ETE) key to 
backspace. Pressing RETURN sends the message lo either another 
ainrrai^t or to a ground contmller (as appiupriate). The flashing S or 
R represents the current Send or Receive status. Press the spaf« bar 
to return to the cockpit view. 



Dweezir McGfbbfts (no reJ^tion to the JnfjrtratorJ, president 
and chief executive officer here at WNzbang. has this to say 
about WTiizbang Enterprises^ the manufa^urers of the new 
Gizmo^^ DHX-1: 

"J came up the corporsite rungs the hard way, 
I inherited. Why, I can recall when my father 
started this business back in '39 * . . 




M you begin a mission by flying the chtipper lo your destination, you 
will encounter olher aircraft akmg the WAy. Some may be other 
infilhatore also trying to tipset the Mad Leader's plans, while ottiers 
may be staimchty ioyj] to the Mad I judder and his evil goals. There arc 
thre^ type^ of other sinpaft: the fhend, I he enemy, and tlie maniac 
Upcm enttiunteting another aircr^fL, you must determine whether it is 
a fdend or an enen^y. Sdnce there are no distingufshing markings cjn 
your shipr and because helicopters ate not an unusual sight over The 
Ccvuntry, olher pilots vjill also liy to determine ifoar loyalties and 
intentions by talking to you via the comrtiunications system (sending 
and retei^ing messages)- Vbu should always try to ccHiununicate with 
an unidentified aimaft first. As soon as you ^ee^ati aircraft for the fii^t 
time, prtss the "* key. Once on the commiJjnications screen, press the S 
key to send a me55ag,e. The only phrases tht ct^min systems of other 
aircraft will undi-irstand aie; 
REQUHSTID 

INFILTRATOR (your ID to d friend) 
OVERLORD (your ID to an enemyj 

After retjuesting the identification oi another aiiicraft, examine the 
i^e^ponse for a code name. With eNperience, you shuuld be aWe to 
disfinguish friendly code names from those of enemies- Thi$ will 
provide you wi th the information necessary to respond property to Ittek 
request for identification. Giving the correct ID to an aircraft will allow 
vou to continue on your rAission unhindered. Giving the wrong ID to 
an aircraft will result in a battle that will East unli] one of you is 
destroyed. 



Oh, by the way, we weren't kidding about the maniacs Dut there. A few 
of the other infUtrator pilots >iave sn4p|>ed (rtJin the strain, and Lt rvally 
doesn't matter what code name ycn! use in a response. Th^y will always 
Attack, and you're going to have to tight againiit a fcrmer friend, tumed 
deadly tw! 

Sample friendly names^ 

WHIFFLE and HAVMISK 
Sample enemy Harness 

BCX)MER and SClIM 

Sampk ejcchangt^fi:: 

Ycju: REQUEST ID 
Other W Hi r^PL B KEy UESTINC IDENTIFICATION 

You: INHLTRATOR 
Other: GOOD LUCK JOHNNY 

You; REQUEST ID 
Other: SCLMREQUESTENGIDENnFtCATlON 

Yduj OVERmRD 
Other; YOU ARF. CLEARED TO PROCEED 

You: REQUEST ID 
Other; HAYMISH REQUESTING IDENTEeCATlON 

Yov: OVERLORD 
flAftcne codie name respDnse! The other aircraft wi31 beein attack.) 



CG yo[i hav^ arrivied at your ^ssi^ed destinatjon, you will hjv^ to 
hrvd h,i continue your mi&sicm. Ttj l^nj safely you must make sure 
the ^i]uwijigL 

1. yoyr speed is between 20 knots and 0 kriais 

2. the artifiGal horizon is let^'I and ycfu jin^' nut banking 

3. ycuf rate trf descent is at minimum 

Once you have defended betow 200 fuet, you will h&ar thif Jaw altitude 
warning bu-azer sound. Set your rate vi descent to a minimum. Wait 
until your altitude i* reduced to 0 and the Cmna i^hakeSi and thumps 
loudly as it hits the ground. If you have landud at the proper destina- 
tjon, as progfasnmed into the ADF, the ADF gauge pointer will be 
flashing btack and whiEe and spinning madly. Eentsfcnber, you must 
have the Whizbang Whisper'" silent travel mode engaged to lajid 
^vid^out warning enemy. 

To take off once again,, Bimply increase yaur altitude by pulling badt on 
the joystick and Increase your airspe^. 

While on the groiindj do not bank^ acceleratuj or spin ^ or yoj may 
crash. 

* ♦ 



AH right, So we didn't Invent the heff copter. We're only 
L human. W&'re Wh\zhsng Enterprises. So what??? 



LANDING 




NWS TO CPASI I 

As an experiertced pikit, ynu know that heTkcpter flying is a very 
dangerous activity. Evcm though hvrc at Whizbang have tried to 
iiidLTrpciratc every safely feature imaginable into our Whi7:bhiin^ Gizmo"* 
DHX-1 Attack Chcpp^r, there are still a few sitciations in which the 
unthinkable can happen. So think about it, and he Caieful. 

Oil the advice of tegai courtsel the fiallawing disclaimer is included with 
ever>' GiEmcj"* DHX-l: 

WhlitHin^ EntwprlMH, ^rtd J(i ccwppFjite ^tficmn^ m»tm no 
gunrHmee to th9 purchaser or pilot af ANYTHJNG, ochvr than 
that your ^hetU wilt hav« ^reared befurB delivery, nnd that w* «k 
rtcvt reaponsjfctJe for anything that may happen jiftcr purchate^ 
fuiiless Jt li good, th«n we will take full credit, vnd we r«erir« 
the right ta re^ture It In future ad^erclsfng^. 

■Specif LL- rsfanims fqr "eariy retirement" anri 
« Incorrect takeoff 
" Incorrect landing 
- Too inuch damage 

■ Fr>gine damage (rom enemy itii^ile finp 
* Overheated oil (excessive use of turt^o) 

» Ovisrh(?ated battery (e^essive of speed) 

■ Out ut fuel 

■ Doing soTTi.eEhing realty stupid (which injciudes most of the above)! 

Note that if you crash (even tltough youVe bttn (hjIcI nut to!), you will 
start the same mission again from the beg.inning. If you stop playing 
after having successfully completed a mission, you will have the choice 
to start from scratch or to start a n-t-w unctuflplettd mission when you 
luad thE? gdme a^in. You cannot^, however, embark on. a new mission 
before compfeLing ihi^ previous one. 
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Dwee2\[ McGFbb^ts (no reJatlon to the Infiltrator), president 
and chief exec4rt;ive offlcei" here at Whizbang. has this to say 
about the new Gizmo " DHX-1: 

"Warranty? Er, umm . . . You cfon't reaffy need one of 
those. That's for sissfes. Here, let me show you 
the new passenger seat restraints ..." 



^ vouR PAPERS to ec in onoER - 



Om^ you have lairLd{}d, your view will change. You will now be lodking 
d^Mmat yourself standing nexi to ynur trusty GiifflO. Van mus-t piretend 
that ycHi are an. ^nemy guard, much ci& you may have had to pretend 
Id be an enemy in rhe sky. As\)iding the enemy is the k^' to grnuitd 



ObjActfva To cioinpEete the mission displajiecf in the bmAng wiLhoul being 

caplured, bltiw fi up, or running out q( time. U you ^aSl five times, yWt 
g^me will end. Inhere are three misiiicins thai bct^me iitcivastngly more 
dlfUculE. Onfx vqu finiiih oni^ mis^lan you will be assigned your next 



MlRjpn Campfmtmd If y Du successf u lly complete your grfiund missic^n, m^ake yaur way back 
Aftd lAivJng xo the helicopter. Moving into the cockpit section onscreen vidtl take 
y(Hi inside ^ that you return home. 

li you hawnt completed your missiorir you wnjn't b« alldw^l to enter 
the helicopter. You can check to verify that your mission has been 
compktfd by going to the inventory scneepi. A mes&agi? will be 
displayed when you have completed the asSiKnntentj jiisE to let you 
know it is time let get tJut of there. 



RcHHiiIng Pim^ U you stop playing ones you have successfully eompleted a mission., 
you will givtfl the option to either start from scratch or to start at 
the be^ningofa new uncompleted miiiaion when you load the game 
again. VoiJ cannot, htvweven embark on a new inission before complet- 
ing the previous one. 




When )x»u we (he screen with a grey fi^rv standing TKK,t to a he]i- 
cciptet, move the jiiry^ck in any diF^cion to stari the phase oi ifie 
missuin. 

VOU are the small d&ik grey figure on, the screen. 'Vbu have a limited 
amount pf Hin^ and ths use nf :severBi ht?]pfui dFvice$ (yqur inventury) 
to help you coniplelc: your mission. Pushing the ju^'stidt will cause you 
to move in that direction^ unless you are busy with an item that is 
currently actimj. An acitivif ittim is Ai\ ubjiftt fiuin yimr invfntup^' that 
has been selected to be used. Note that at the beginning oi the giDund 
missbn your papers are preset as Ihti active item. 

ftrm Buttofl Prtt^ the Rat button to achvdti: the active item. Th4> cun^nt active item 
ts always indicated at the bottom of the main screen. Depending on the 
ilein activated/ yon cnay nut be able tq move until you art finis-hed. 

Paul* To take a break, press the ipace bir to go to the inventory soeen. Your 
game will pause until you are ready to continue. Press any unassigned 
key to fefurn to thi? niain screen, and ygur mission. 



J 



Ohnny "Jlmb£>-Baby'' McGfbblts says: 

"Remember boys and girfs, never search through 
others' belorigings — jit least not while they're fookingf" 



Tress iht sp&ct bar to switch to the irjventory j^c re^n. 



CHGf«fUHr«- 



;»i'Hi»v ' 

|-:KI'L^fKSIMf~£l 1 < 1 I I I 

1 1 i 1 « 



. It«fn Cumtntfy 



Pound EMirtfigMlsfloft 



The inventory screen aWom. yov to chan^ the active item and displays 
important inventory tn forma bion. Vou miy select an ileni by tnoving 
the cursor wllb youi joystick. Prcs^ the space bar again (or any 
unassigned key), and you will return to the inain screen. The neiwly 
<;tii(!Cte'^ itoxn will active, and h $0 indicated the bottom of thd 
screen. Once you have irlumed Erom the inve-ntory screen, pressing 
the fire button on the joystick acti^^ate^ the item you have selected - 
In addition r important items found during your search will appear in 
a text line at the bottom of the inventory screen. Activation of these 
items vifill occur without having to select them as active wh^n and 
where appiiopriat€>. (S&e Mission Interf<?renci; and Enemy Installatign 
Structures for details on searching for and the activahon of these itertis.) 



Your invcfilory ilems include: 



StHpIng Gai VoiJ have a hidden canister striip|?ed inside your jacket which contains 
a cotcirfesSj odorfess sleeping gas. Anyone sprayijd will Ull to sice'p iof 
s^v^jI !^ea:}Tids SEtd fnig£t ivhar has Eiapp«ni^, I^ressing the &e 
button on the joystick sprays the gas. Vau have specially treated no6e 
plugs which sIIctw you to hrsathe the gas harmlessly, 

Pmpmn These are your fake J, papers, Vcm shcuuld activate yooir ptrs when 
a gua^id ^ks lo£9e them. When thai happens^ move directly over and 
stand next to the guard. If the p^spers are not already active, move 
quickly to the inventory screen and s-elect Ihctn Rotum tt* the main 
scn^EMi, Atid pr^iiS the fi« button on the joj'sldck. Upon showing them., 
the g^ard wilt decide whether or not they ape "in order" and valid. If 
they are in order, yow can jfo aU^ut youT busin&ss, gndetcx^ed as an 
infiitratur. if ttiey Are out ot Ditler, you haw a shon time to gas the 
guard or run away before he tries to take you in far questioning. But 
be forewarned, running awiiy will c^u^ th^ guard to sound an alert 
throughout the compound. {See Mission Interference .) 

Gfli Grwwfa This grenade has the same effect as the sleeping gas canister, encept 
thai it hi-i a greater rang4J When u!5ed inside, all guanjfi in the room 
in whidi it is dropped will laLI asleep. 



Jinny "Jlmha-Eatty" McGibblts says: 

"J never go anywhere witfiout my McGJtobJts Trim-Fit" 
bulletproof designer Jeans. Timeless styJe^ 
seam Jess fit, and safety from close range machine 
gun fire^^lf at a sensible prJce«" 



Minm DctBcGor This is used lo detect mines. Selecting the mine detector on the 

Inventory screen eriabtEfs it to be used whyngver you piv\i^ and hold 
the tin button on the joystick as you move through enemy ten-itory. 
You will h-ear (be detector woHting, Stepping on n mine wtth the 
di^tector ^ctivjted i£ hiiniiiies-t and exposes that mine. Stepping on a 
mine without the detector activated is fatal — and stupid. 



EMplAthrM Eirplosive^ ^r? planted by selecting the explosives icon en the inventory 
screen a& the active itemj and then pushing the foystick tip under the 
inain control pane] in the control room or under the desk in the lab- 
Qn3y one bgimb per nj^tm \$ permitted. Upon !i4?tting yiiiirlBiit remain- 
ing hotnbj automatic countdown timer will go oH. You then have 
about 20 seconds to ieaw the building before aJI af the btiinbs detonate- 
If you don't make it out tii thete: ia time, you wiU be ttcipped inside 
during the explosion r and it's bye^ bye, baby! (Jimbo-Baby, that is,) 



Camcn Use the camera lo photograph any vita I documents. To use it properly, 
face the papi?!? y^u want to photograph and pntrss the fire button on 
the joystick. Only one picture per room is permitted. 



InfoiiiHtlon At the bottom of the inventory screen are four gra ph s which update the 
Updates h^llovLing: 

Spriy — hfiw nnu^h sleeping ga>> ycin havtr teft 

Grenades — the number of sieeping-g.3s gienf^des left 

Bxplo^ives^ — how many chaises you have left 

Elm — how many moiri^ pictured yuu Lan taki? with the camcM 



KeytKMrd r*n2ssing the following keys while on thk- main screen is the sam£ 
using the cursor on the inventory screen to select an item; 
S Sleeping gas M Mine detector 
P Papers E Explosive charge 

C Qas grenade C Camera 



MISSION 
IN71=l?r-l=l?l:NC:i: 



Efleirty guards within the rompouiid are fanatically ioysi to the Mad 
Leader. They ar^ assigned to patrol certiiirt An<s.$ ot the CdnnfKsqnd, and 
they will cany out their oideis unfailingjy. If one of the guards spots 
yoa, he miy ask to see ycmr papers. If you do not comply, an alert will 
be set off and guards thioughDut th^ tximpciutkd i^ill chASe after you. 
Within the compound buitdings^ an electronk: key will turn off tlnj 
alarms temporarily, but it will only work once during a mission, find 
the electronic key, and a line of te>tt (m the bottom of the inventory 
screen will note that you have it. Make your way to tht? alarm control 
wnter. Stand directly in frorit of the card slot in the wall and press up 
on itie joystick. This will caus« the el^rwic card in your possession 
to be inserted into the slot, without having to select it. {You cannot 
select this particular item to be active- If you have it, activation will 
occur automatically svhen you push up on the jo^^ck-) Hie alarms will 
be ^lenced- 

Qutside the compound buildings, a talking guard will turn red {tram 
dark grey}. You must folEcw the guard's directions or risk being 
discovered. Running away from a guard who is talking to )iou will 
prompt him to sound the alarm. If you gas a guard while he is talking 
to you, he will £al! a^eep and forget ever having seen you, (But you 
had ttest get out of the area before he comes around.) The guards 
sp^ch appears at the t?ottom of the screen. 



Mtnm Mines aie usually scattered in the forest and In restricted are'^s to 

prevent ejtactly what you are doing~-infiltrating. Mines can be eicposed 
with the mine detector. Stepping on a mine {without the mine detector 
activated) is a dumb thing to do; besides, it will kill you. 



TiincT A mission timer is visible on the screen at all rimes during tbe ground 

phases L)f a mcssian. if time runs out youVe Mown h; your mission will 
end, and you v/iU have to start over again, Toiigh tuck" (Von have about 
20 jninutc^ t}i tinvs fur siith mi$sipn qnCE you have landud within 
the confines of the compound.) rune is of the essence when saving the 
world, you know. 
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ohnny 'Jfm bo-Baby'' McGibbIrs says: 

"Never give anyone drugs — they might 
dfMippear on you I" 



INSTALLATION 
STI?lK:TUiy-5 



Insjd'e cL brntding you can senrch dirough chests and cabinets for 
^fiadv^, ,sit"i-unt>' fardf^, and «l:h*jr usi^ful and no! SO liS^fu] itsfms, 
Trave^l lo different lewis vvitliin iKe same building is accomplished 
through elevatorSr Clothing disgutsea may b? of some help. If you wsnt 
U> $wap clothings stand directly in ttonl of a tinitorm hanging on a 
coatrack. Press up on the joystick until you have finished changing. An 
audible tone and actompanying text i^ill indicatf when you have 
finished. 



ARappJng Unft While inside any of the compound's buildingSr yuur mini-mapping unit 
wjl] appear at the bottum uf the scrven. Thi^ rOOm yuil aie in is 
represented by a flaslung Ixw within the mapper screen. Ail rooms are 
shown as iHTOies with blghli^ted dooiSr Moving in to a new rot^m maps 
it inlo Ihc unit's Sdn.i:2n. 
Rooms aiv color coded as follows: 

Red — designates a room of great importance (prison, control room, etc.) 
Gieen-^destgnates the building entrance or an elevator 
Blue — repFL^nts a mom of no spM>iaal importance 

SMrctilng Chwas You may iiearch any of the chests tori tbe top fiat wall only— chests on 
the side walls seem to be empty . . . ) in any room by moving in front 
of iE and pushing up with tiie joystick until you find whatever it 
contains. 



Ottott and tlw Lacked doors must be deactivattfd btffore you can enter these rooms. 

Sacurity RofHn Tt> pnlnck ail the doors m the enemy compound, you must fiist find the 
jieajriiy card (search tor it\}. With it in ytnir ptwsesisaoin, you can unlock 
I he doon^- Otitv yim hav^ found ii, a Ime ot EexE will appear on the 
bottom of the inventory screen to indicate thai it is in your possession. 
NoWr ^nd the Fii^nty mom- it is the naom with the lock status 
indicator light on the wA\ and a passcard slot directly below it. To 
unlodc the doorSr stand directly in front ai the securily caid slol and 
press iht jojrgtick Up. This will cause the security card in your posses' 
sioti to be inserted mto the slot without having to select it. (You catmot 
select this particular itt-m to be aojtivi;. If you have it, activation vHll 
occur automatically when you push up on the joystick.) The lock status 
indicator ligb! is red when the dtmn^ in tfie compound aie lodced^ and 
green when the doors arc open. 
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Qhnny "JImbo-Baby" McGlbbfts says: 

"No mJssfan js ov«r until I get something for 
my trouble. Hmmm, I've had my eye on this small 
Pacific Island for a while now . » 




Jofinny "JJintro-Baby" McGibtolts— super-sorcHer, ace 
helicopter pUot, barfjstlcs expert, engineer, neurosurgeonn 
polJtlclan, movie actor, rock star, worfd-class motorcycllu, 
expforerr karate expert ^nd cfevN-may-care all around nice 
guy says: 

"If you enjoyed thJs gamer try some of Mfndscape's 
otfier fine products ..." 



"Hey, wait ji mimitSr I never jald thatFI" 

"Come on Johnny^ do/t't mnhe a Kene. We're 
ELfjrenEly negcitfatJng wJth your sigtnt ..." 

"I don't c^rel Until i the cashj yau don't get s 
peep out of iriei P'm te'ling ..." 

"Pitfue Ja#inny, iiiiihli. Don'i be n fcattle^taie 
arKi IfiOli It for everylxidy." 

"Tough nuts to ytHji Ctiris, HEY CHRiS — theyVf 
trying to pull a fast one pn us . . . " 
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